
Methods: This is a hypothesis-driven program evaluation study
that employs a mixed methods approach. A within-subject com-
parison will examine health services utilization data from patients
attending RASP, one year before and one year after their psychiatry
assessment at the program. A controlled between-subject compari-
son will use historical data from a control population will examine
whether possible changes in high-cost health services utilization are
associated with the intervention (RASP). The primary analysis
involves extracting secondary data from provincial information
systems, electronic medical records, and regular self-reported clin-
ical assessments. Additionally, a qualitative sub-study will examine
patient experience and satisfaction, and examine health care part-
ners’ impressions.
Results: The results for the primary, secondary, and qualitative
outcome measures to be available within 6 months of study com-
pletion. We expect that RASP evaluation findings will demonstrate
a minimum 10% reduction in high-cost health services utilization
and corresponding 10% cost savings, and also a reduction in the
wait times for patient consultations with psychiatrists to less than
30 calendar days. In addition, we anticipate that patients, healthcare
providers, and healthcare partners would express high levels of
satisfaction with the new service.
Conclusions: This study will demonstrate the results of the Mental
Health and Addictions Program (MHAP) efforts to provide
stepped-care, particularly community-based support, to individ-
uals with mental illnesses. Results will provide new insights into a
novel community-based approach to mental health service delivery
and contribute to knowledge on how to implement mental health
programs across varying contexts.
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Introduction: Gaming disorder has become a global concern and it
could have a variety of health and social consequences. The trauma
model has been applied to the understanding of different types of
addictions as behavioral addictions can sometimes be conceptualized

as self-soothing strategies to avoid trauma-related stressors or trig-
gers. However, much less is known about the relationship between
trauma exposure and gaming disorder.
Objectives: To inform prevention and intervention strategies and
to facilitate further research, we conducted the first scoping review
to explore and summarize the literature on the relationship between
trauma and gaming disorder.
Methods: A systematic search was conducted on the Web of
Science, Scopus and ProQuest. We looked for original studies
published in English that included a measure of trauma exposure
and ameasure of gaming disorder symptoms, as well as quantitative
data regarding the relationship between trauma exposure and
gaming disorder.
Results: The initial search generated 412 articles, of which 15 met
the inclusion criteria. All of them were cross-sectional studies,
recruiting participants from both clinical and non-clinical popula-
tions. Twelve of them (80%) reported significant correlations
between trauma exposure and the severity of gaming disorder
symptoms (r = 0.18 to 0.46, p < 0.010). Several potential mediators,
including depressive symptoms and dissociative experiences, have
been identified. One study found that parental monitoring moder-
ated the relationship between trauma and gaming disorder symp-
toms. No studies reported the prevalence of trauma or trauma-
related symptoms among people with gaming disorder.
Conclusions: There is some evidence supporting the association
between trauma and gaming disorder, at small to medium effect
sizes. Future studies should investigate the mediators and moder-
ators underlying the relationship between trauma and gaming
disorder. The longitudinal relationship between trauma exposure
and the development of gaming disorder should be clarified. A
trauma-informed approach may be a helpful strategy to alleviate
gaming disorder symptoms.
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Introduction: Cognitive characteristics that differentiate normal
from problematic gaming need to be identified, owing to the
growing popularity of internet games and the rapid rise in mental
health problems. Gaming disorder (GD) involves playing games
despite their negative effects and is often related to unsuccessful
attempts to reduce gaming. GD frequently results in adverse out-
comes related to education, employment, and social responsibil-
ities, thereby significantly influencing daily life.
Objectives: We aimed to elucidate the neurocognitive features
underlying GD development and preservation, and possible over-
lapping features between GD and other psychiatric disorders.
Methods: We performed a literature search to identify GD-related
studies.We focused on twokey aspects: (a) altered executive functions
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